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ARTIST INTERVIEW 


OMOCAT, Minced, Ems, Kim Vance, and Rochelle Concepcion 
Interviewed by MOLA (Stephanie Cheng) 


OM6RI 


OMOCAT, Minced, Ems, Kim Vance, and Rochelle Concepcion 


Also what does your icon on the OMORI website represent? 
MOLA: We'll start with OMOCAT. 
Ee) OMOCAT: I am, uh... ... OMORI's director and producer, OMOCAT! 
EVERYONE: (laughs) 
and also wrote the story and dialogue, I also worked on the 
art, game and map design, programmed a lot of the game... 
and also made the animation videos and trailers and stuff, 
MOLA: Cool! Next, let’s have Minced! 


a MINCED: . 


MOLA: Just introduce yourself, what you do on the team, and 
ae if you want to add Any interesting facts about yourself! 


MINCED: OK... Hello, I’m Minced, I'm an illustrator and I mainly 
worked on traditional pencil art for OMORI. I animated them 
too! I also helped with pixel art and assisted in other ways. 


MOLA: What does your icon on the OMORI website mean? 


MINCED: My branch icon is... I chose it because it can break 
really easily but it is also really strong on its own, 


MOLA: Thank you, Let’s 90 to Ems! 


EMS: Hi, I'm Ems, I'm the pixel artist and pixel animator for 
OMORI. I'm also an illustrator, I helped with some of the 
random traces and stuff like that, so any art assistant 
stuff, 


MOLA: So please introduce yourself and what you do on OMORI. 


OMOCAT: I, uh... created the worlds and characters for OMORI, 


Interviewed by MOLA (Stephanie Cheng), Edited by Aivi 


MOLA: And what does your icon represent? 


EMS: IT’S A STAR! I picked it because that’s the theme 
am of my personal project, and I like them. They're neat. 


MOLA: Let's 90 to Kim next! 


KIM: Hi, Im Kim! I was mostly a tester on the game but I 
| did help with the pencil traces, My icon is a cup of boba, 
because I drink a lot of boba drinks. (laughs) 


MOLA: And then Rochelle! What you do and your icon 
please! 


| ROCHELLE: Hello, I'm Rochelle. 1 also mainly did game 
testing but I did help with traces in the game. Some of 
the short SWEETHEART animations as well, 


| KIM: Oh, same! 


| ROCHELLE: Also, I like sharks. 


MOLA: Actually, I'm interested in something, Are there 
characters that are based on people within the staff? 


OMOCAT: The cashiers are all based on team members... 
the ones in OTHERMART in FARAWAY TOWN. Ems is a 
cashier and the hungry hamster, EMS. Kim has 3 
characters: Cashier, BERLY, and KIM, of course, Minced 
has 3 characters: SHARLEEN, CHARLENE/CHARLIE, and 
MINCY. 


MOLA: This next question might be more directed toward 
me OMOCAT. The style for OMOCAT's apparel! brand is very 
different from OMORI. How did the team come up with 
that? How did the style evolve? And there’s tons of 
different styles for OMORI. So how did each of the 
different styles come about? 


OMOCAT: When 1 make designs for clothing, usually 1 treat 
them like individual challenges, When designing products, 
certain art techniques don't really work so 1 can't use my full 
range. But for a game you're making, you have freedom to do 
anything you want. 1 think that’s the reason there are so many 
mediums in OMORI, because I like to try to mix things that feel 
like they shouldn't 90 together and make it work, That's why 
OMORI looks the way it does. 


MOLA: Ems and Minced, how were you guys involved in the 
artwork? 


EMS: I was mostly on the pixel side, so 1 would do pixel 
Animations and tilesets. Basically, 1 would take requests, or if 
there was a necessary element, then 1 would make it. Or if I 
had a 900d idea, I'd just make that as well. That was my 
realm! 1 did help with any traces if they were needed, but for 
the most part, the traditional stuff was by Minced. For pixel 
art, sometimes I got rough placeholder sprites to work off of 
and prompts for areas in the game, Then I would do research, 
see what fits, and then draft it. It was interesting, because 
I'd have to adjust how it looked all tiled together in the maps 
too, Then, 1 polished the pixels gradually. 


MOLA: What about you Minced? Was it difficult emulating the 
style and feel that OMOCAT wanted for OMORI? 


MINCED: I think it was actually kind of a coincidence because I 
did not think in terms of emulating their style. It was more 
like... I Focused more on capturing the feelings and essence of 
the scene or game, but they did send me certain guides to be 
more consistent, like how AUBREY’s hair is an eggplant head 
shape and MARI's hair is always like an ego} 


MOLA: And OMOCAT, as the director, did you leave the 
separate styles completely to Minced and Ems? 


OMOCAT: Let's see... After 1 showed them my art process 
and conveyed what I wanted, I was pretty hands of f 
and just let them do what they are 900d at. 1 did check 
their art to make sure that it fit the direction for the 
game, but when possible, I like it when everyone is working 
on something that they're comfortable with. That was 
very important for us to work efficiently, because we 
were always rushing and there was no time to practice 
emulating my style. 1 think when people are given more 
creative freedom, the work just comes out faster and 
better. 


MOLA: And Kim and Rochelle, you guys did some of the 
tracing? 


KIM: Yea, the tracing, 


MOLA: And you Quys basically took of f the hand brakes 
when you did the SWEETHEART movies, right? 


KIM: (laughs) Yea! 


ROCHELLE: That was actually a really random request. We 
were doing pencil traces, and out of nowhere OMOCAT 
was like “Oh, can you guys make some animations? 
Whatever you 9uys wanna do, just show me.” Same thing 
with the traces, Whenever they needed extra hands, it 
was just like "Hey, we need these traces, can you help us 
out?” So, it was always just a request when it came up, 


OMOCAT: Yeah. And after everyone sent me their art, it 
was my job to make sure it all still worked together and 
felt intentional, So I looked at the entire project and did 
whatever was needed, usually color edits and touch-ups, 
or requested changes. In general, I'm very lucky that our 
art styles worked naturally well together. It was never 

too difficult to figure out a way to make it all work. 


MOLA: Gotcha, and that’s why everything looks different but 
it Feels like it works together! 


MOLA: Next question which is related! What's the process for 
how you guys create the art for OMORI? Do you start from a 
sketch? 


EMS: Usually, OMOCAT would do a small rough draft, 


MINCED: Sometimes, it was a prompt, but most of the time, it 
was like a scribble. Like a stickman. A cute little stickman! 


OMOCAT: Yeah. Before Minced or Ems came on, the early 
stuff was all made by me. And then when they joined the 
team, I was transitioning into programming the game, so I had 
to quickly figure out a new art process that worked for 
everyone. 


MINCED: When I first started, the traces were all done by me, 
Then in the second half, everyone joined. It was a tracing 
party! From OMOCAT's direction, I would draft out the art 
digitally and get it approved. Then we would print it out, 
trace it in pencil, rescan it, color it digitally, and then we'd use 
it. It's a roundabout kind of way, but it helps loosen up the 
digital drawing. 


MOLA: How about for pixels? 


EMS: For pixel work, it would mostly be a text prompt, For 
example, “Make a bridge.” 1 would do a pixel sketch of the 
bridge and then check the size. I'd probably have the 
information of how many tiles it should take up, so I'd work 
within that canvas. I'd send that shape and be like “Oh, any 
edits to this shape?” Once that shape was decided, I'd just 
Finish it up, which was pretty straightforward, 


MOLA: Were there any struggles with creating the art in 
general? Any particular scene that was specifically 
challenging? 


MINCED: I messed up on formatting one time (laughs). 
Formatting is kind of hard, Just for battle sprites, 1 think 
that was my biggest hurdle, 


OMOCAT: The difficult part wasn't the drawings 

themselves, but formatting the art to work inside the 
game, It was just so tedious, MARI’'s “truth” photos... 1 
guess they were difficult in a different way... (laughs) 


ROCHELLE: You guys were depressed for so long, 


MOLA: Did you guys know that MARI was going to... You 
know? 


KIM: I didn't at that time. We didn't start working on 
OMORI until later on. We were working for OMOCAT shop, 
so I really didn't know anything about OMORI. I just knew 
they were really sad. 


EMS: That's all you need to know! 


ROCHELLE: There was a week where we were focusing on 
the shop and then OMOCAT or Minced would come in the 
studio and be like “We're really sad...” They were so 
depressed from working on something, and later we 
found out it was actually because of these photos, 


KIM: We kept asking them what was wrong, and they'd be 
like “No... it's Spoilers...” 


MINCED: I 9Uess MARI evolved a lot as a character, 
through many forms, So I kinda knew that this character 
was gonna have stuff happen to her, but she was the 
hardest to solidify. 


OMOCAT: Yeah, she has had the most changes since the 
beginning, But BASIL has gone through the most evolutions, He 
used to be FLOWER, then he became ROWAN, then he became 
BASIL. 


MOLA: Who's FLOWER, who's ROWAN, and how do they relate 
to BASIL? 


OMOCAT: Okay... Please remember this was 6 years ago, but 
you can see FLOWER in the OMORI'S STORY short comic. 
There's a kid with a flower crown with darker hair and a long 
loose sweater. That was FLOWER. I always knew he was going 
to be a tragic character that tries to do good things, but 
ultimately fails in a big way, The first iteration of him was 
calm and gentle— the type of character that has everything 
under contral— a little more of a perfectionist, but all those 
personality traits ended up on MARI instead, The next BASIL 
iteration was ROWAN, who didn’t have that calmness. He was 
just pure angst, super charged with anger and easy to cry. 
That type of character. That didn't work well for me either, 
because I thought he was super annoying, So I made BASIL by 
mixing parts of both FLOWER and ROWAN. He seems angelic 
and caring from his appearance, mannerisms, and the way he’s 
thoughtful, But there's still that angst underneath, which 
comes out through his nervousness, Even though he doesn't 
Admit it, it’s there, so BASIL’s confrontation with SUNNY 
ended up becoming something desperate rather than angry. 


EMS: He’s a SUNNY apologist. (laughs) 


OMOCAT: It evolved from BASIL blaming SUNNY to BASIL 
being unable to blame SUNNY. I think that was a lot more 
palpable, His dissonance of not being able to see SUNNY as a 
bad person was a lot more interesting, 


MOLA: Thank you Quys for your answer! And what would you 
Say were your favorite parts to create? 


EMS: My favorite parts were animating the little moments 
that had a lot of weight to them. All the hugs were really 
cute— especially the BASIL hugging SUNNY scene since it 
felt so cathartic. 1 also enjoyed the super-involved 
Animations with a lot of flourishes, like SWEETHEART 
taking out her weapon or the SLIME GIRLS attacking the 
party, In terms of map tilesets, I'd say my favorite 
locations to work on were NEIGHBOR'S BEDROOM and 
SUNNY'S CHILDHOOD HOME... they're both really sweet 
places, A bonus favorite bit in BLACK SPACE was where 
BASIL broke apart like a watermelon, That turned out 
really good, I'm proud of it, It was fun! (laughs) 


MOLA: Minced, what were your favorite parts? 


MINCED: It sounds cheesy, but every part I worked on, I 
really enjoyed. 1 enjoyed every aspect. 1 treated them like 
my children, 1 think more so than things being anatomically 
correct, I usually enjoyed exploring the emotional side. 1 
have fond memories for many of them, One of the 
sections I had more free range on was BASIL’s photos. 
Some of them were based on OMOCAT's older drawings, 
like the TAG images; but most of BASIL’s photos were 
drawn by me. My mindset while drawing was creating a 
childhood I wish I had. I got to explore a childhood I 
never had. 


OMOCAT: A lot of that energy goes into OMORI. SUNNY’s 
childhood is very idealized, but still familiar, When 1 
created KEL, my thought was: “Everything that Sunny 
needs, KEL has.” Growing up, it was rare for me to see 
two people in a happy relationship, so MARI and HERO’'s 
relationship was important, SUNNY can be around someone 
like HERO, who is a perfect father figure and role model, 
Then there’s MARI, the overbearing big sister that 
encourages you to try harder, BASIL... BASIL is someone 
who you can always count on and will do (cont.) 


(cont.) literally anything for you, And then there are people 
who are there for you, but push you to reflect on yourself, 
like AUBREY. Without having to try very hard, you are given a 
wonderful 9roup of friends, which makes the story all the 
more painful, 


MOLA: Which of BASIL’s photos would you say was your 
favorite to work on? 


MINCED: It’s hard to pick... 1 see them as a whole, That's it. 1 
did them all together, so that’s why 1 feel like it's one whole 
piece. I was working on it for a month or two, so I can't pick 
just one. 


MOLA: And how about OMOCAT? 


OMOCAT: I think my favorite part was seeing everything come 
together. Every decision was important for the game to be 
cohesive, despite having so many different types of art and 
artists that weren't working under a strict style guide, Even 
the decisions of who was gonna work on what were very 
important, So for instance, BASIL’s photos had to be drawn 
by Minced because she has a great ability to breathe life to 
her characters, Ems's skills are perfect for creating pixel art 
and embellishments like the Sweetheart logo, because she pays 
great attention to the details, 1 think my skill was creating 
intentional and emotional atmospheres, so I did things like 
trace some of the more intense scenes, make BASIL’s photos 
feel like real photographs, and recolor or add lighting to the 
art and maps to fit the emotions of the scene, There was a 
lot riding on my decisions, so when I realized that it all 
worked out, I was pretty relieved, 


MOLA: And how about Kim and Rochelle? What were your 
favorite SWEETHEART animations you worked on? 


ea | ROCHELLE: That's hard... maybe the tennis one. 


We got the tennis ball sound from like a 
free-sounds-dot-com kind of thing, (laughs) They were all 
fun to do though. 1 also really like the “OH HO HO HO" 
SWEETHEART Santa one. 


MOLA: And Kim, your favorite? 


KIM: I really like the telenovela one. 1 would just watch a 
bunch of telenovelas while 1 worked on it. It was a 900d 
time, (laughs) 


MOLA: Well, let me ask another question. Did you always want 
to be an artist? What would you tell aspiring artists today? 


EVERYONE: (screams) 


EMS: 1 still wanna be an artist! It’s true that I am one 
already, but I want to continue to find what 1 love, indulge 
in what I love, and showcase what I love as best I can. I 
think that would also be my advice to any aspiring artists. 
Make something you're obsessed with, something that makes 
you crazy passionate and then just keep having fun doing 
that! You'll improve by leaps and bounds! 


ROCHELLE: 1 know everyone here actually has an art degree, 
as far as graduating, I didn’t. Ever since 1 was younger 1 
wanted to be an artist, and then it didn't work out for 
where I wanted to go, Then I got a business degree instead, 
but after that, I went back into art. So it was as if I went 
off the path, and then went back on the path, You 90 back 
to it because you feel like it's something you wanna do. Even 
if youre following another path, but in the end, it doesn't 
feel right, you can just 90 back to art. 


KIM: As for me, I graduated in animation but 1 feel like 1 
prefer doing art for myself, For what I'm doing for work 
right now, I'm not really on the art side, but 1 do like 
creating for myself on the side. (cont.) 


(cont.) For advice, just keep doing it. Even if you think it 
doesn't look good, you just keep going, You have to go 
through all the bad drawings to get to the 900d ones, 


MINCED: I did 90 to an art school to study entertainment 
arts, So I know that I wanted to be a part of some kind of 
creative field, but my focus before was music. I guess I kinda 
threw myself into the fire. 1 would say, after graduating, it 
kind of devastated me for quite some time. College is not for 
everyone, There are definitely more resources, especially 
nowadays. Cater your interest to what you want, 1 tald 
myself “Quit art, quit.”, but 1 keep coming back to it, even 
unconsciously. Anything that you gravitate toward, give some 
attention to it and see how or what it develops into, 


OMOCAT: Hmm... 1 guess my advice would be something like to 
not lose sight of your goals and dreams, even when its 
difficult, Don't get me wrong; hard work and skill are just as 
important. Talent and working smart are also real things, 
That's true, too, But in the end, willpower and passion are 
what will push you forward, OMORI really evolved into what it 
became because of its programming difficulties. During the 
times production was unable to move forward with 
programming, I put my energy into the art, writing, 
character-building and world-building of OMORI. Holding onto 
that dream of what OMORI could be when it was finished kept 
me going. Then eventually, 1 became the lead programmer and 
saw that it got done myself... and luckily, all those years of 
hard work ended up being worth it. I guess what I'm trying to 
Say is... when you allow yourself to dream big, you can really 
fall in love with your dream, No matter what happens, you'll 
want to see it through to the end, 


EMS: I think it’s really important for you to hald onto what 
makes you happy, and what you're really, really inspired by, so 
you'll always have that momentum when you create. If you 
want to be an artist, you can be the second you put 
something on the canvas! 


OMOCAT: And when you're an artist, you get the freedom 
to express yourself, so do that! Don’t be afraid to make 
a statement with your art, It's what makes art, art. 
That's what I think, 


MOLA: Just the final question to wrap things up but, is 
there anything you'd like to say to the fans of OMORI? 


KIM: Thank you... 
ROCHELLE: Thank you... 
EMS: Thank you so much! 
OMOCAT: Thank you! 
MINCED: Thank you..,! 


EMS: It's so oreat to see that people are touched by the 
game, and I'm moved by how much it's affected people 
positively! 1 think the fans are really creative. It's 
awesome that OMORI has inspired them to make so much 
content, and 1 hope they continue to. 


MINCED: Yeah, just thank you, There was such a positive 
reaction from everyone, I couldn't be more thankful, This 
most likely will be the biggest project 1'l ever work on, 
but I'm so happy to share it. I enjoyed working with my 
coworkers and friends and everyone. This game was 
created in a really unique circumstance, so I'm glad to be 
a part of it, You have my... undying gratitude... 


OMOCAT: OMORI is really special to me, because when I 
first planned on creating the game, 1 thought 1 would be 
the only artist. But what ended up happening was that 


OMORI became a game made where it feels like it was 
made by one person yet also made by a group of friends, 
because that’s what it was, The messages and all the 
emotions put into the game are so true to what I wanted ¢ 
to do and what 1 think a lot of us here wanted to do... 
(cont.) 


EJ (cont.) and maybe even exceed what we wanted to do, We alll 
poured a part of ourselves into this project. It means so 


much to us, so for everything to turn out so well. its 


something that can't be replaced. 


EMS: The support from our fans is also what lets us continue 
Bu making more content, like OMORI merch. 


Re OMOCAT: That's pretty special, too. Not only did we make the 
game... we're making all the merch, including this book! (laughs) 


lowe Everyone: OH, YEAH! 


MINCED: It’s also the same staff who help manage the shop. 


OMOCAT: It's stilll unbelievable to me that OMORI has really 
resonated with people out there, that it hit other people as 
deeply as it hit all of us. We are probably OMORI's biggest 
fans, the team itself. We love OMORI. Everyone on this team 
loves OMORI with all their hearts. It’s all of our favorite 
games... Maybe... 


EMS: It’s definitely up there! 


| KIM: It's up there, Yeah, 


oo EVERYONE: (laughs) 


